be W rece RADIAL 


GENIUS AT PLAY 


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation®2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, - 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 
¢ This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 
¢ Do not bend it, crush it or submerge it in liquids. 
¢ Do not leave it in direct sunlight or near a radiator or other source of heat. 
e Be sure to take an occasional rest break during extended play. 
e Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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getting started ‘ 


MEMORY CARD slot 2 
MEMORY CARD slot 1 


disc tray 
RESET button 
4 


OPEN button: 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according to the instructions in its _ ‘} 
Instruction Manual. Make sure the MAIN POWER switch (located on the back of the console) | 
turned ON. Press the RESET button. When the power indicator lights up, press the OPEN button — 
and the display will open. Place the Second Sight™ disc on the disc tray with the label side facing 
up. Press the OPEN button again and the disc tray will close. Attach game controllers and other 
peripherals, as appropriate. Follow on-screen instructions and refer to this manual for information 
on using the software. 


Memory Card (8MB){for PlayStation®@2) 


To save game settings and progress, insert a memory card (8MB)(for PlayStation®2) into MEMORY 
CARD slot 1 of your PlayStation®2 system. You can load saved game data from the same memory 
card or any memory card (8MB)(for PlayStation®2) containing previously saved games. 
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starting up 


DUALSHOCK*2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button 
L1 button 


directional 
buttons 


left analog stick 
(L3 button when pushed down) 
SELECT button 
ANALOG mode switch 
START button 
right analog stick 

(R3 button when pushed down) 


R2 button 
R1 button 


A button 
© button 
X_ button 
O button 


| 
contreis 


menu navigation 


ACTION Car a 
Navigate menus: left analog or directional buttons #§} 


moving and yiews 
CoA Se 
| Move around in 3 person view 
Lean left & right in 1° person view 
Switch between 1° & 3 person view 


Switch between 3” person follow-cam (locked | A button 
angle) & dynamic cam (free camera angle) 


Look around in 1* person view, Right analog stick ==> EY 
or move dynamic cam in 3 person view 


Pause Game and open PDA (see Pause Menu) | START button 


using Weapons and psi powers 


ACTION CONTROL 

Choose weapon in inventory tt directional buttons 
(then X button to select) 

Choose psi power from those learned © directional buttons 
(then X button to select) 


Lock on to target Hold the button 


Change target while locked on Hold the button + right analog stick 

Fire weapon or use psi power sie 
on locked-on target P ; 
“Manual aim with equipped weapon / ae, as 
refine aim when sniping J 
Move object when using telekinesis (TK) Right analog stick ==> E§ . 

Switch between weapons and psi powers R3 button (click right analog stick) 


Punch when unarmed, or pistol whip/club O button 
when armed with a weapon 


context-sensitive controls 


Interact with environment / special moves X button 
(see on-screen) 


Special moves (peek through doors, etc. - button 
see on-screen) 


.» fiead ou “ 


aaiceh 


wwwhat has happencc? 


“on the main screen. 


first play 
| i t Pla 
| The first time you play Second Sight, selec y 


e directions on screen. This is the name 


, a 4 
and enter your name following th and level unlocks 


Next, select "New Game” ion®2) save file. All game progress 


{ 
of your memory card (8MB)(for PlayStat! 


is file. ’ 
a al e file you created to pick up the game at ge 
| beginning of the last level you unlocked. 


On subsequent plays, select th 


ya. 


game menu 
) SELECT LEVEL 5 


g from. The first time you play, 


Select the level to begin playin ur difficulty 


! only the first level will be available. Als choo 
level from “Normal,” or ‘Challenging. 


i 


STATISTICS 


isti hole game 
a] meplay statistics for the wi 
a a8 pate down into each completed level. 
’ bro | 


4 eo, 4 
2 


ck or directional buttons #¥ 


} OPTIONS 


| Set up your game options by p 
| to highlight an option and 


Music: turn the m on or off. 
4 Music volume: adjust the level of the music. 
Sound: 


select from “Mono,” “Stereo,” or “Off.” 


Sound volume: adjust the level of the sound effects, 


Speech volume: adjust the level of speech. 
Screen adjust: 


| Subtitles: 


alter the alignment of the screen. 


turn subtitles on or off. 


Vibration settings: turn analog controller (DUALSHOCK®2) vibration on or off. 


Autosave: enable or disable autosave. Note: when playing with autosave disabled, 


none of your game progress will be saved. 


q Save changes: save the changes you have made and exit to the previous menu. 


VIEW CREDITS 
Check out the team that brought you Second Sight™. 


y 


VIEW CUTSCENE 


View any of the cinematic Cutscenes you have encountered during your adventure. 
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the game screen 


HEALTH/PSI POWER 


AMMO REMAINING 
IN CURRENT WEAPON 


power and health 


HEALTH 


s 
Vattic’s health and ELECTED PSI ABILITY 

nd psi power 
are shown a 
t the 


top of the screen 


health 


As Vattic gets hurt in combat, his health will reduce. When it runs out Vattic dies — game over. 


Restore health by using Vattic’s Heal psi power, locating a first aid kit, or seeking aid froma 
friendly medic. 


psi power 


When Vattic engages his psi ability, he uses up psi power. If he runs out of psi power, he may 
experience a mental brown-out and if lack of psi power snaps his mind back to his body (see 
Projection) a moment's vulnerable disorientation may result. 


When psi power is low, switch to weapons or find somewhere quiet to hide to let it recharge. 
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| 
"getting around 
_ 3 person view 


\ Move Vattic in 3 perso 
backwards and == to move left and right. . 


WALLS AND OBSTACLES FOR STEALTH AND COVER 
bject), press the left analog stick to face the wall then the 


be less visible to enemies, or even able to sneak under the 
ging the walls and melding with the shadows like this. 


n view using the left analog stick. Press tt to move forwards and 


When Vattic is next to a wall (or other high o! 
button to turn his back to it. Vattic may 
view cone of security cameras when hug 


When backed up to a wall, press the left analog stick == to sidle left and right. Upon reaching 
d take a glimpse of the layout 


~ acorner, stop and press the left analog stick == to peek round ani 
direction of the adjacent wall to edge | ars 


i ahead. While peeking, press the left analog stick in the xs 
1 around the corner without leaving its cover. f° ee 
leap out from behind a corner, pop off a shot and return to cover 
from enemy fire. With a weapon equipped, back up to a wall or 
other large object and sidle up to the end. Peek around using the left analog stick and hold the 

‘0 use the right analog stick to refine Vattic’s aim). 


button to jump out and lock onto a target (als 
Press the button to fire before releasing the WEB button to dive back to safety. 


If armed with a weapon, Vattic can | 
before taking too much damage 


Press the C1 button and Vattic crouch SROUEHEAS 
While crouching, he can move a es down (press the C) button again to 

level cover su ape albeit rather more slowly. He can ge barnes 

Whil ch as fences or packing cases to hide from enemy sight ao fo 

ile crouched and backed u om enemy sight and fire. 


tol i , 
and can also leap up to fire a; Ow Cover, Vattic can sidle, peek and fire as above 
7 


roun 
id over the obstacle before dropping down again 


| Crouch and back up to an ob 
eft ana og stick t and hold the fL2 | button to star 


i button to fire before releasi 
AERIAL MANEUVERS 


wee walkways or balconies, Va‘ 
atti ‘ 
Ne “ca ‘a the edge and press the X button to dr 
) aig 9 Nand-over-hand left or right; press the [Ri | i a 
utton to drop down to the ground below. 


e “ with a weapon equipped, hold the 
i ” a Hock on to a target; press the 
e MER button to drop back under cover, 


ttic can flip over the edge to hang by his hands. 


‘ st . 
| I" person view 
! Press the L3 b i 
utton (click the left analog stick) to switch betwe Pe 
In 1* person view, use the right analo iiss ER 


co g stick to 
ner or an obstacle, press the left a 100k around. When Vattic needs to peek around 
a 


ps ; 
alog stick ¢==— to lean in that direction. 


Oe, ee 


information ig the Key 
Keep an eye out for enemy computer systems; they may hold key information or security codes 
necessary for Vattic’s mission. To use a computer, approach it and press the X button. If the 
machine can be accessed, the computer’s monitor will appear on-screen. 
Use the left analog stick to move the mouse cursor and press the X button to open a desktop 
program. When Vattic has finished, be sure to close programs and log off by pressing the A button. 


stealth and secrecy 


ystems, 


stealth. Avoid getting spotted by enemies or security S 


t an attack, or Vattic may find that his mission is = 
acorpse ina corridor can often 


t before it gets noticed. 


Do not underestimate the value of 
or raising the alarm with too over 
brought to an abrupt end. Remember to tidy up after Vattic; 
cause concern for the deceased’s comrades. TK it out of sigh 
alarm is raised, find somewhere to hide until the alert is cancelled. 


ook for likely places of seclusion as Vattic explores. Solid objects, 
los ayen the odd locker can all conceal him for a time. 


attacking and firepower 


As Vattic progresses through his mission he will acquire various weapons 
with many different Capabilities. 


To choose a weapon, press the #§ directional buttons and press the KX button to select it. 


HAND-TO-HAND ATTACK 


When Vattic is unarmed or out of ammo, you may need to take things up close and personal. 


et an enemy within arm’s reach and press the © button to attack. If Vattic has no weapon 
quipped, his enemy will fall victim to his pummelling fists, but if Vattic does have a gun in hand 
ell, a sharp crack at the base of the skull with a rifle stock or pistol grip often does the trick... 


THE STEALTHY ATTACK 


If Vattic can creep up behind an enemy without alerting them to his presence (Charm), 
he may be able to immobilize them and put them out in utter silence, 


When an oblivious foe is within arm/s reach, press the X button to slide a strangle hold around their 
neck, then use the © button to render them unconscious or the X button to hurl them away. 

= 
TRANQUILIZE ‘EM as. 


Equipped with the short-range tranquilizer gun, Vattic can remove enemies from the action 
for an extended period of time, without actually divorcing them from their heartbeat. 
A 


Press the button to lock on to an adversary, snes right analog stick to refine Vattic’s 
aim. The drugs take effect faster or more slowly depending on where the trang dart strikes. 

A headshot or neckshot is likely to drop them in their tracks, but a legshot could take some while 
to work — unless a larger dose is administered. Press the button to fire a dart. 


TAKE AIM - LET RIP 


With a weapon in hand in 3” person view, hold the button to lock on to a target and press 
the button to fire. 


Use the right analog stick to change the target that Vattic locks on to. 


If a machine gun is equipped, you can use the right analog stick to spray the room with bullets. 
In 1* person view, use the right analog stick to aim. 


When it’s time to reload, it may be wise to take cover. It could be fatal to get caught without 
bullets in the middle of a firefight. Manually reload the equipped weapon by holding the 


button and pressing the X button. 


SNIPING 
When a sniper rifle is equipped, the sniper scope comes into play. 


In 3" person view, press the button to lock on toa target then keep the button held and the 
Scope will zoom in for a tighter shot. Use the right analog stick to refine the shot further 
before pressing the button to squeeze off a round. 


In 1st person view, press the button to raise the rifle, then the left analog stick #¥ to zoom in 
and out, while using the right analog stick to aim. Press the button to place the shot. 
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the power of psi 


Waking disoriented in i 
a hospital bed, Vattic di i 
lag hos B discovers that his mind is not all i 
i vy missing, fundamental information is just ... gone Bat ee i i 
. : om, ; 
p idl he evolving; a power that may push Vattic to the edi oe 
y yond, unless he can gain control and reclaim his cack 


healing 


Vattic channels the power of his mind to accelerate his own 
healing and restore his damaged body. While concentrating on 
his restoration, Vattic is vulnerable to attack. 


Select Healing then hold the button until Vattic 
is healthy again. It may be possible — 
to focus Vattic’s healing power 
to the benefit of others. Hold the 
button to lock onto ano} 
person (press thi 
=F 4 io select other people), 
then hold the HM button. 


-) 


telekinesis 


ei his thoughts on a single object : 
N move it without touching ; V 
become: Sineeaal uching it. As Vattic 
perienced with telekinesi 4 
able to move heavier objects. al 
5 Poe 
ta Telekinesis then hold the button to lock 
it n object. Press the right analog stick -- eae 
° ock on to a different Object 
Finally hold the button to 


object under Vattic’s control an 
analog stick to move it. 


if necessary, 
bring the cho: 
d use the right 


af \ ' 


(a 


psi blast 
The psi blast is a highly-destructive concentration of psychic energy | 
that Vattic can hur! at his adversaries. As Vattic becomes more 
experienced in its use, the psi blast may become an even more 
intimidating force. 

, 


Select Psi Blast then hold the button to lock on object. 
Press the right analog stick e#=tt to lock ontoa int object 
if necessary, then hold the button 
to form the psi blast and release to 
throw it. 


Each blast uses an amount of 
psychic energy. 


charm 


When attic wraps his chic ener about himse ec blitera’ 

/ 
Vv p' psy' ‘ ‘gy : an obliterate 
other perso’ though, |S a different atter... 


foulel he effect 
to go invisible. T A 

\d the SEEM button ; hic energy 
Select Charm pee ton is released or Vattic’s psy¢ letely. 
will last until the butto drains comp! 


he attitude of 
n alter or calm tl ie 
i ic’s charm power Cal piel 
imag a selected, hold the _amalaems ha 
eee rir i log stick to c : 
i he right analog ae 
le button to coerce that ene . ee 
re ies — contact with a mind so full o 
m enemies — 
pth wipe out Vattic’s psychic energy. 


projection 


his psychic self, he is able 
Dhysical form cannot. 
Il the ways that the 
to detection or harm. 
Vattic’s consciousness 
unoccupied with all of the 
ess that that implies. 


It may even be possible, through an extreme act 
of will, to violate the mind of another and 
wrest control from its owner. 


Select Projection and press the HEEB button 

to eject Vattic’s mind from his body. All of the 
normal movement controls apply.Approach 
an unsuspecting human and press the 
button to suspend their consciousness 
take possession of their motor fun 


for a sho’ t 


When Vattic invokes this ultimate expre 
to force his mind to leave his body and g 
The ghostly astral self is able to move an 
physical body cai 
However, the flesh is | 
is travelling, 
de 


Vattic’s mind will whiplash back to his body 
when his psychic energy is exhausted or corporeal 
1 pain distracts his concentration. 
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REE  —_ a eee—h—l La 


winteriCe 


coL 50s hua starke 


Role: 
Winterice Commanding Officer 


Profile: 
Following several accomplished tours of duty, 
ainstream service in 


starke elected to leave m: 
order to head up small teams of specialists 
such as WinterICE He has pioneered the use of 
parapsychology in counter terrorist operations. 


cognitive abilities, 


Martha franklin 
Role: 


Recon / Sniper ) 
x ¢ 
Profile: al | 
This veteran's ice-col: . 
id demeanor may £ 
to stir the hearts of her tear aaben ae 


it 
does mean that very little is capable of | 


Spoiling her aim as She focuses in for a 


Surgically precise shot. 


00812. 0. wi 
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Name: f 
william robert jackson ‘tex 


Role: 
Explosives 


Profile: 
Tex's wise-cracking attitude can often rub 


bers of 
others the wrong way, though the ace se 
vi terICE have discovered that this exteric 
mad i Prue 
covers the excellence and expertise of a t 


i brother in arms. 


00401. 0. wi 


Name: 


jean carlos verdes ‘je’ 
Role: 
Weapons 


Profile: 

A man who Plays his cards close to his chest, 
JC is a thorough expert in his field and can 
turn his hand to almost any weapon, 

new or old. 


aM vital 


Name: 
patrick ballard mp 
Role: 

Field Medic 


Profile: 

His dedication to his work doesn’t leave much 
room for conversation. However Ballard's 
quietness and calm inspires much confidence in 
e his patients as he patches them up efficiently, 
4 even under heavy fire. 


00274. 3. wi 
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[EE ge oe 
| pause meny 


| At any time during gameplay, press the START button to pause the game and access Vattic’s PDA, 
a vital source of information. Use the left analog stick to move the cursor around the PDA screen 


Options: adjust sound volumes, and turn controller vibration on or off. 


Applications: select this to access any of the computer applications that Vattic gathers 
as you play the game. The most significant of these is the 3D Map Viewer, 
which allows you to recall any of the level maps that Vattic discovers on 
computer terminals throughout the game. 


Mission: take a look at detailed information about Current and previous missions. 
Objectives: select this to view your objectives for the current mission, 


Document Folders: explore the Document Folders to access a host of game information 
including weapon specs and WinterICE profiles. 


Retry: access options to restart the level or retry from the last checkpoint. 


Quit: exit the game-and return to the Main Menu. 
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E-mail: custservice@codemastersusa.com | 
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THE CODEMASTERS SOFTWARE COMPANY LIMITED 
SOFTWARE LICENSE AGREEMENT 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM 
(WHICH INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA 
AND RELATED DOCUMENTATION IN PRINTED OR ELECTRONIC 
FORM) IS LICENSED TO YOU ON THE TERMS SET FORTH BELOW, 
WHICH CONSTITUTES A LEGAL AGREEMENT BETWEEN YOU AND THE 
CODEMASTERS SOFTWARE COMPANY LIMITED. (“CODEMASTERS”). 
BY USING THE PROGRAM, YOU AGREE TO BE LEGALLY BOUND BY THE 
TERMS OF THIS AGREEMENT WITH CODEMASTERS. 


THE PROGRAM is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. The 
Program is licensed, and not sold, and this Agreement confers no title 
or ownership to the Program or any copy thereof. 


1. Limited Use License. Codemasters grants you the non-exclusive, 
non-transferable, limited right and license to use one copy of the 
Program solely for your personal use. 


2. Ownership. All intellectual property rights in and to the Program 
(including but not limited to video, audio and other content 
incorporated therein) and title to any and all copies thereof are owned 
by Codemasters or its licensors, and you receive no right or interest 
therein other than the limited license in paragraph 1 hereof. 


YOU SHALL NOT: 
* Copy the Program. 


* Sell, rent, lease, license, distribute or otherwise transfer or make 
available to any other person the Program, in whole or in part, or use 
the Program or any part thereof in any commercial context, including 
but not limited to use in a service bureau, “cyber cafe", computer 
gaming center or any other commercial location in which multiple 
users may access the Program. Codemasters may offer a separate 
Site License Agreement to permit you to make the Program available 
for commercial use; see the contact information below. 


* Reverse engineer, derive source code, modify, decompile, 
disassemble, or create derivative works of the Program, in whole or 
in part. 


* Remove, disable or circumvent any proprietary notices or labels 
contained on or within the Program. 


* Export or re-export the Program or any copy or adaptation in 
violation of any applicable U.S. export restrictions or other laws or 
Tegulations. 


LIMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which 
the Program is recorded will be free from defects in material and 
workmanship for 90 days from the date of purchase. If the recording 
medium of a product is found defective within 90 days of original 
purchase, Codemasters agrees to replace, free of charge, such product 
within such period upon its receipt of the Product, postage paid, with 
proof of the date of purchase, as long as the Program is still being 
manufactured by Codemasters. In the event that the Program is no 
longer available, Codemasters retains the right to substitute a similar 
program of equal or greater value. This warranty is limited to the 
recording medium containing the Program as originally provided by 
Codemasters and is not applicable and shall be void if the defect has 
arisen through abuse, mistreatment, or neglect. Any implied warranties 
prescribed by statute are expressly limited to the 90-day period 
described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS 
FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON 
OR OBLIGATE CODEMASTERS. 


When returning the Program for warranty replacement please send 
the original product disks only in protective packaging and include: 
(1) a photocopy of your dated sales receipt; (2) your name and return 
address typed or clearly printed; (3) a brief note describing the defect, 
the problem(s) you encountered and the system on which you are 
running the Program; (4) if you are returning the Program after the 
90-day warranty period, but within one year after the date of purchase, 
please include check or money order for $15 U.S. currency per CD or 
floppy disk replacement. Note: Certified mail recommended. 


Send to: 


Warranty Replacements, Codemasters Inc., P.0. Box 2150, Oakhurst, 
CA 93644 


LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE 
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, 
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER 
FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 
DAMAGES FOR PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. CODEMASTER'S 
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID ‘DO NOT ALLOW 
TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 

THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR 
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY 
GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS 
WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Codemasters, 
this Agreement will terminate automatically if you fail to comply with 
its terms and conditions. In such event, you must destroy all copies of 
the Program and all of its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and 
documentation have been developed entirely at private expense and are 
provided as “Commercial Computer Software” or “restricted computer 
software.” Use, duplication or disclosure by the U.S. Government or a 
U.S. Government subcontractor is subject to the restrictions set forth 
in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer 
Software clauses in DFARS 252.227-7013 or as set forth in subparagraph 
(c)(1) and (2) of the Commercial Computer Software Restricted Rights 
Clauses at FAR 52.227- 19, as applicable. The Contractor/Manufacturer 
is Codemasters Inc., P.0. Box 2150, Oakhurst, CA 93644 


INJUNCTION. Because Codemasters would be irreparably damaged 
if the terms of this Agreement were not specifically enforced, you 
agree that Codemasters shall be entitled, without bond, other security 
or proof of damages, to appropriate equitable remedies with respect 
to breaches of this Agreement, in addition to such other remedies as 
Codemasters may otherwise have under applicable laws. 


INDEMNITY. You agree to indemnify, defend and hold Codemasters, 
its partners, affiliates, contractors, officers, directors, employees 
and agents harmless from all damages, losses and expenses arising 
directly or indirectly from your acts and omissions to act in using the 
Product pursuant to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete agreement 
conceming this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by 
a writing executed by both parties. If any provision of this Agreement is held 
to be unenforceable for any reason, such provision shall be reformed only to 
the extent necessary to make it enforceable and the remaining provisions 
of this Agreement shall not be affected. This Agreement shall be construed 
under California law as such law is applied to agreements between California 
fesidents entered into and to be performed within California, except as 
governed by federal law and you consent to the exclusive jurisdiction of the 
state and federal courts in Los Angeles, California. 


If you have any questions concerning this license, you may contact Codemasters at: 
The Codemasters Software Company Limited, PO Box 6, 
Leamington Spa Warwickshire CV47 2ZT United Kingdom. 
Tel +44 1926 814 132, Fax +44 1926 817 595. 
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